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“Satur n'™ System. We hope that you will continue to enjoy this and all af 


__ released in this country. 









We are delighted that you have chos en Tron Storm for pl ay ON YOUR slic 





our games for the SEGA Saturn™ ‘System. Due in part to the numeriie 


_ requests we've had for strategy games, this game now rests in your hands), 







Please continue to tell us what YOU want, because we are always interested 
(OU think of our games and what games YOU would like to see 
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ees SINCE you Cannot save games directly on a compact dise, the 

©) Sega Saturn™ is equipped with Internal Backup RAM. Mos! 

CD games have a save feature that uses it. If you are having 

difficulty saving games, you may need to delete some previ 

ously saved data or copy some of the save data to a Backup 

RAM cartridge. [If your memory is full, you will need to make 
* room by deleting save data from the Backup RAM. 


PEE SP wg = Se eae Pe A dR Oe ae mg gana a SY PS I BP a a a a 





System Settings 








Accessing the Memory Manager incor 
To access the System Settings menu quickly, when you turn on [iiss 
your Sega Saturn’, hold down the Right and Left Shift buttons 
on the controller ( If the game unit is already turned on, press the 
RESET button while holding down the Left and Right Shift 
buttons). From the System Settings Screen, select Memory 
Manager. 
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From this screen you can either delete specific, any, or all of 
the save data files in the System Backup RAM. The box below 
describes in detail how to delete save data. Remember, once 
save data is deleted it can never be recovered...so don't come 
crying to us if you delete something you really wanted. 
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Bitters! 








Right Button 
% Moves the cursor forward 
to the next available unit. 


4 Moves to the next available 
unit. 










Z Button — 
ie “<  .. es a % Accesses the Unit Info. 


Screen. 







3% Used to finish the turn. 


Left Button C Button — 


7 Select a unit for movement. 

* Used to confirm menu 
commands. 

%* Accesses the unit menu. 









% Moves the cursor back- 
ward to the previous avail- 
able unit. 


Direction 


7% Moves cursor on the screen. 

x Moves cursor on menu 
items and in boxes that re- 
quire a response. 










B Button 


+ Cancels commands. 





\ Button 
7% Displays map of the area. 
* Used to access game menu. 


Button 


%* Battle animations on/off. 
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* Displays map of the area, 
% Used to access Game 
Menu. 






% Select a unit for movement. 
* Used to confirm menu 
commands. 
BSc taas o)iacoyo am 
yw Used to finish the turn. 
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In order to win a battle youll he to maintain a aid front Tene bs 
purchasing or allocating units. Purchasing equipment is essential in 
order for you to effectively win the battle. However, since funds are 
limited, 1t may be wise to skip a turn between purchasing units to allow 
the war funds to accumulate. 


~vwmee Make new weapons. Weapons can only be purchased from headquarters, 
: NI "i airfields, and ports. Only one aircraft or vessel can be purchased per 
- airfield or port under your occupation; however, multiple ground units can 
be a ehised and placed outside of the headquarter's building. 





To purchase weapons, make sure the cursor is at a location where 
it is possible to buy units (airfields, ports, and bases). Press the 
"C" button to call up the unit commission menu. 


Next, select "MAKE" and the Purchase Screen will appear. Select 
a weapon to purchase, then press the "C" button. The unit will be 
placed on the playfield, and its turned will be ended. 





“eegcscsesg, Allocate units from your last campaign. Units can be allocated at head- 
S sh! yA) _ quarters, cities, airfields, and ports. Only one unit can be placed on each 
a4 city, airfield, and port. However, multiple units can be placed outside of 
headquarters. Allocating weapons is preferable to making them since War Funds aren't 
affected, and the unit's experience is retained. NOTE: Allocate can only be used in 
Campaign Mode. 





To allocate, move the cursor to a location where it is possible to 
produce units (cities, airfields, ports, and bases), and press the "C" 
button. The Allocation Menu will then appear. 


Next, select "ALLOCATE" from the menu. The Allocation Screen 
will appear. After selecting which unit to allocate, press the "C" 


button. The unit will be placed on the playfield and its turn will be 
ended. 


If you press the "C" button on the folder icon of the Allocation 
Menu, a list of units will be displayed according to their type. To 
allocate units from here, choose a unit, and press the "C" button. 
The unit will be placed on the playfield and its turn will be ended. 





tL _ Cancels the command. 
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The boy to winning a fae is to occupy as many cities, airports, and nS Bore As 
possible. ‘The number of locations occupied has a direct bearing on the amount of revenue 
that will be generated, which, in turn, affects the number of weapons that can be pur- 
chased. Cities, Airports, and Ports can be occupied by using Infantry men. However, 
cities, airports, and military ports that are destroyed cannot be occupied, unless they are 
rebuilt. 
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To carry out an occupation, first select the Infantry men to use and 
press the "C" button. The range of movement for that unit will then 
be displayed. Move the unit onto the enemy city, airport, or port 
(within the Infantry division's range) you wish to occupy, and press 
the "C" button. 

Next, the Combat Menu will be displayed. Choose the "DONE" 
command and the men will be displayed on the city. The Occupa- 
tion Menu will then be displayed. 













If you select “TAKE,” the men will take the city, airport, or port. 
This will increase the amount of war funds generated per turn. 





Cancels the command. The men will stay on the city, airport or port; 
however, it will not be claimed for their country. 
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After you have Anished) moving A units bade: pe puehadie new weap- 
ons, the turn must be ended in order for the battle to proceed. To end 
aturn, press the START button. The START Menu will appear with 
the following two options: 
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Cancels the command. 
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Ends your turn, and proceeds with the battle. 
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Success during battle is contingent on how well the copious data screens are understood. 
Take the time to understand these screens; otherwise, your war effort will be short-lived. 
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; the Normal (or Game) Menu. The opt 


Save game. Games can be saved to either the internal Back 
or toa RAM Cartridge. To use the Backup RA 
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"System settings. Allows ue lee sys- 
tem options to be modified, _ 
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this option 1S turned on, you can only see enemy units that | 
-~—ssare within a few hexes of your units. This is the most realistic: 
a setting, but it makes the game harder. ‘Turning this "on" turns 
off the enemy movement display. — 





cite 


It this option is turned off, all enemy units are visible on the 
screen. This is less realistic, but easier for the novice player. 


Turning this ' off also turns on the enemy movement display. | ocaies 
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a oe There are four different weather conditions that may | be encountered during t the 
game: clear, cloudy, rain, and snow. _ 











If this option is turned on, weather is Lue tallied 
i units. If the weather becomes to severe, this can prevent — 
units from proceeding or attacking. This is the most realistic — 
 - ~=—S—Ssw Setting, but also more difficult. a 





_ Weather conditions will not be displayed when the option is. is 
turned off. ‘This is less realistic, but easier | for novice players. 





| Te this option is ‘turned’ : ‘on,’ the playing field | is divided ur up |e: 
ae a series s of visible © hexes : at t all times. _ This makes ue 


‘1 











. | If this option is turned 'c on, “he bales will be secu in glorious 3B o on each dW 
encounter. When ‘off is selected, the animation will be replaced by summary | 
boxes at the bottom of the screen. The "X" button on the controller can 0 turn | 
this on and off oy from the a ) : 











SUPPLY a : : 
Determines how troops will receive supplies during ihe battle, | oe 
(By havine supply on, supplying fuel and weapons to units that are in nea of 
: supplies is handled by the CPU. In this case, fuel and weapons will be sup- _ 
| plied even though it may not be absolutely NY Tits command i is very o 
Po useful for players with copious war funds. : 


Co ae the option is off, repairs and refueling will be handled manually by the | 
oo ae - player 1 If war r funds ; are ce this | is the ee ee oo 


a. | “aun. 0. ae ON: or - OFF BGM (nus) or r SE (ound ees). 





BGM SEL. The BGM a dient nations can abe: assi cond hoe To a 
music, use the Direction Key to highlight the music, and then press the Co 
_ button to scroll throu eh the different themes that are available. Once the desired 

putton to return to o the e System M Menu. . _ 





music is selected, os the "BY e 


fret musical themes, as 5 well ¢ as the 7 
‘Ss sound | effects used dur Hone the a a  .}§}». 





SND TEST. Sound t test. pas i. ie 








. a So th 7 ne sis sont a ae in ee STANDARD. Mi > MO (01 ODE. . 3, With this, one car  . 
decide vy which forces the CPU will control. Note that the ° USER m must ‘ac 
 . _ controla at Teast one force. | fel 








lable to allow 
viewing unit's information. The follo f description of the 
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Overview of the play area. In Campaign Mode, this |= = | : = oe 
_wiill display the nation’s status, troops, victory condi- |) 





' tions, battle briefing, key bases, and tactical informa- | 
tion at tany time. Note: ae Gs nna dL ter Hie bate | 1S over, 
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available: direct and indirect 


tl on and pres S the "C" button. 
estination. To. access the Cg 
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. eae ae A unit can be. peace once it has — 
reached maximum experience on the graph. The units that 
oe are available to carry out this command are dependent « on the - 
dates (year, month, day) or ori iginal up grade and i improvement. ‘After placing t the unit at 


the appropri ate location (ground units on cities, planes on airfiel ds, and boats at military 





To upgrade a unit, push the "C"| button and the range be movement | 
will then be shown, push the "C" button again. The Combat Menu | 


will then be displayed. Next, choose "UPGRADE" and the Up. 


grade Screen will be displayed. Then, choose which unit upgrade | 


ports), the upgrade command can then be carried out. There must be sufficient war funds — 
available to carry out this command. Note: A unit cannot be upgraded after it has moved. 








package to use, and then push the "C" button to confirm the ee : ‘The unit will 


then be upgraded and an "E" will be displayed on the unit symbol. 
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Merge two units into ) one. Two damaged units can be merged to gether 
to > form a a new unit. When the units < are oe their eae 


number of 


i the combined uipber< a units seid, 10, 3 yoni receive one an unit or 10, a wae 


_ remainder will - left with the other unit. ‘Remember: Units can onl: y be joined i Uf they are 


ae same ty pe. 





7 0 j oin two units, push the Hl button and the ran ge of ‘movement. I 
: will then be shown. If the unit doesn't need to be moved, press the | = 
Co button; otherwise, move the unit next to the other unit. 7s 


. the (button 





‘the cursor to highlight the other unit. Pres S the" 
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| enu Lis displ ayed, , choose ' J JOIN" Y 
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units will be joined and an EY will be displayed on the unit 
“symbol. oe 


. Next, oe 
: button. The 
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Convert units so they can be transported. Cer tain weap- 
‘ons can convert i into transport trucks or aircraft so that they — 
can be trans sported and setup c closer to the front lines. Units 
can be converted « at any location, except Air Infantry Men which ¢ can only be donee 
into an Aircraft transport at airfields. Aircraft Transports can convert back to Air Infantry 
Men at almost any location except on the oc sean, and destroyed pe NOTE: Aircraft — 
Transport « cannot transform if the weather is Rain or ‘Snow. : 





To convert a unit, push the "C" button and the ee of movement 
will then be shown. Push the "C" button again. 





The Combat Menu will then be displayed. Next, choose "CON- | fgivcy.. sea 
VERT " and the unit will be converted. The unit's turn will then be ie: i an 
ended. To convert a unit back to its original form follow the previ-_ 
ous commands. ee 
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c Ie plane ie used all 
ofits its beatie. 20 The to an nainfield ae es AE cy "to reload the — 
ees plane with new bombs. Weapons can be changed by selecting differ- 
ent armament packages. After the plane. has been armed, the oe will also be Tesup- | 
. plied. Remember: An airplane can only be armed at airfields. | — 


/ “To ar arm n the pine. push the "C" button and the range of movement a ; 
then be shown, Push the "C" button again. From the Coe Menu c choose es 
. "ARM! and the a armament screen will be a - : . 


From the Avene Screen, choose which armament package tc to use se by [ter crore waTRy 
\ moving the Direction Key to the right or left, then a the Co button, eae ae 
The unit will be Tearmed, and its turn will be ended. 
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_ Agooed personne cant er | SHC Cc Unit with half catespiller i 
| Amer aft. oe |" a tread | (wheels. on. front, , 
Sealed : unit wih: caterpil- . | tae on the back). |W 
dar tread that allows iL top WC Unit with weak cater I @ 
oe travel on water. a - o dart tr ead. — | : : 
ED XI XE :D Non-mobile. Unit. | WHC Unit with welk hale. cat- : i. 
FS Foot soldier. LL : a ‘| _ etpillar tread (wheels on |] 
C : _ Foo t sol di ier $ in a Ie C ep | . - front, tread ¢ on the back). | a : 
(car). 7 . - _ . This unit's s mobility is Is” | ‘ : 
SC. Sur upely Ca ot limi ted 0 oy terra ain, an 
. i Foot soldier equipped for {SHIP Shp sts We 
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1 hove four options « s occupy t the : same place on the combat r menu; | u; however, each « 10 one is is : 
different and. appears ¢ only at certain times. These commands allow some of the most i 
effective combat SU alpies to be used. Each of these four options i: are re explained | below. 





— | “their airfields ine cities. as all i ae t ae ability to. ie el A 
new weapons. Upon g bridges will halt enemy. units from ee NOTE: ‘You 
C ‘annot bomb an area ifa another unit is ee that hex. Ac 


if order to bomb | an area, fist move ithe bomber to ae Bleed |; 

target. Once the aircraft i is at that location, press the a button. | 
The Combat Menu will appear with the "BOMB" option high- 
lighted. | 


Next, press the "en ton. ind the bombing run wall be carri cd out. : 18 ARRAN 
After the run, the target will explode and an ee will be ee a 
on the unit symbol, ee the end of its turn, lt 
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WP Rebuild destroyed airfields, ae | 
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_ AND = 4 ) Unload ground units s ieonr a transport ship. here: are cer- sr 
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: "beaches 0 or auleee p ports. After a ground unit has been unloaded, its turn will be ended. . 
| lhey will not be able to move until the next turn. NOTE: Units « can continually be 
unloaded from the transport ship, as slong. as there i is available space t to land the units. 





oO oC Betore lading ed troops, they must fret be loaded c on a a transport ship. | 
oo Units can only be loaded on a transport ship at a military port ( even if the port. 

: a iS not your own). Transport ships can only hold a certain. number of ground 
a units. Check the transport's information to find out how: many units it can carry. - 
i If: a transport ship i 1S attacked after there are a number of units on board, and the : 
. ship suffers aanbee, the number of units on \ board will also be decreased, : 
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tain types of terrain that will make. it impossible to unl oad ground / : 
* units, Therefore, you are only allowed to unload them on the @ 
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/ i tou a ground unit ona tran sport ship, fo ma ake su sure fotaae | oe 


he transport ship is docked at a military port. ‘N a choose | | 

__ which unit to load and press the "C” button. A 
movement will then be displayed. Move the cursor “onto ‘othe | 
oo Pao ae and es the i button. A | 


— Lo. | / A fier ie Lb a ad Menu hes appeé are ae Aa Ls "LC 0, N 1 ] 
 . a! unit to > be ee on n the ly to or “C CANCEL" . 0 abo ort th he i 





. o i Ae atio on, , pres: 5 he . C ‘ peed : ! 
- displayed. with the "LAND" option selected. Press the " 
oo button ai and : a Hist of f ground u units 5 will then E be displayed. 


: _ . S oe cae unit t to ae ad. bee he 


















A range of 
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a a Cor ae at OL “Mena will Ibe : | ‘ 
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ec ede a 
a ae your decision. A hex: ran ge will then; appear around 4 
). Next, c hoose where to land the unit. . Finally, pee | 
4 -"C" button t to » land the. unit 
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Ea at on the Carrier as hee as you he ee tor put ae units. 
NOTE: An aircraft carrier can b sill be moved after planes. have been launched. 





| Relics airplanes cz can Whe anened from thee carrier, , they must tbe: on the carrier. 
Aircraft carriers can only hold a certain number of airplanes (Check the unit's 
information to find out how many f planes itcan carry). If the carrier is attacked — a 
_ after there are a number of planes on board, and the ship's endurance 1 is de- - 
oo creased, and the number of planes will be decreased accordingly. 


To land a plane ona carrier, first select the p| ane and press the | 
—"C" button. A range of movement will then be displayed. | | 
‘Move the cursor onto the carrier and Pe the c button. || 


After the Load Menu has appeared, select" LOAD" to allow 
the plane to land on the carrier ce to ee the | 
operation), 








NCHING PLAN eS 


a to launch airpl anes hon an aircraft carrier, first cibet the | 
carrier that is carrying the aplanee t then. a the oc but- 1f 
ton to oral up the Combat Menu. | 












any ton. ee select whieh fuplane to ee aa press de "CO" ay I | 
. ae a 2 oo \ hex ae aa then appeat ¢ around | the . 


‘ype Removes a unit from the playing field. Dees certain n slaees / : | 

ye _ _ of abattle it may be necessary to remove a unit from the playing 
~~“ field in order to make room for new weapons. to remove a Unit, 
place the cursor on it. Then press the "C" button to pull up the Combat Menu. Next, ty 
choose REMOVE from the Combat Menu, and press the "C" button. again. . i 
Finally, confirm, your decision by choosing "REMOVE." (If you don’ t want nit & 
remove ‘the unit, select ‘CANCEL. ) : 























ian 1 
Te yh wd Ayah 





























8 we . didn’t t Hae into | ACCC ount was ae A oe was a historically 
based ¢ game - the first game based on historical events we'd ever done. : 
As such, every name and place in the game had to be checked lf 
} Ane). 








: While. he J apanese version had all the names for units bo IF bess already int it, . they were 
in J apanese Katakana characters, and had to be transliterated back i into English, then the 
_ spelling checked and corrected. For example, one of the easier plane types to. figure out 
was the one that was translated from Japanese as “Dontores.” It was actually sup- 
posed to be “Dauntless.” That was an English word. Where things got really messy 
_ was the Russian and French place names, which were rendered i in J apanese, then con- 
| verted back to English - that’s three languages, and lots of room for error. — a 








Rother difficulty was in the fact that virtually all the maps with oe a differed q | 
in some degree. Some used local romanizations for foreign words. For example, “Brus- _ 4 
sels” could also be rendered “Bruxelles.” “Antwerp” could. also be rendered 
“Antwerpen, ” gepencuis on the atlas used. It was a difficult task to reconcile these 
Lo. and we’ve done our best, hopefully you think so, , too. 


In the functionality department, we changed the Anime On/Off menu feature to a 
. button (“X’’). This enabled the player tc to turn on and d off the animation sequences muc : 7 ‘i 
more conveniently than by using the r nenus. We also corrected a few bu, 38 in the | 


. Japar ese version, one of them being that the bombing g Cuns ig > staf 
- Destroyed cities, airports 














- Anime On/Off switch, and always showed them. 
etc. are all highlighted i in red so the ruined status is easier to catch. In the ' 
battles, the aggressor’s stats and flag were also switched to the left, si . 

from the right. 





=47 On a related subject, some of you may wo 
|) copyright of the game being 1988. This is b 
2) Daisenryaku (the original Japanese name 
oe game called simply, Daisenryaku. In fact, Sup 
<4 published for the PC-Engine (Turbografx, in th 
seem to have it ported way back in 1991. Basically, 
: es that original Daisenryaku is the base game logic. ; 
|= Everything else has changed, as you can sce Fe 
= by comparing what you have here with the | 
i) pictures from Super Daisenryaku at the right. ie 
ee e the only interesting feature fhat®: Super \y 
Daisenryaku had that is missing from IRON STORM is the abies en Oe 
to set the computer to all sides, allowing the computer to play |j prea 
itself unattended. Perhaps that will show up 2 IRON. STOO = 
| _which will be done, if the dem and for this oe) is. stron g en ogee 
enough here. For now, thou gh, we're back to | RPG’s for a § coc 
while. See you in a few weeks with Sh ining Wisdom. 
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